
































































2）【 伸び 】 シマおよびカベをそれぞれのマス個数分が満たされるよう伸ばす、






















［手法 5］隣接部のどれか 1 つのマスへの伸びをとめた時（仮にカベやシマを置く）、可能な伸
び全体のマスの数が表示数[orカベ数]より小さくなれば、とめたマスをシマ[orカベ]にする。
2）3つのカベの接触点（合流点）へのカベ伸び


























［手法 12］ある未定マスのまわり 8つのマスにおいて、4つの隣接マスのうち 3つがカベ（又は





























































① 隣接部が 2[又は 3]であるシマやカベのブロックの各々に対し、その隣接部に含まれる 2[又
は 3]つのマスで、その伸びを状態としてとる。
② 4 つの隣接するマスのうち 3 つがカベで 1 つが空きマスである各々の未定マスに対し、こ
の未定マスをマスとし、伸びの状態をカベとしてとる。
































































rem  **  NuriKabe  **
' --  hairetu_sengen  --









' --   data_yomi    --
gosub *DATAYOMI
' --  syoki_settei  --
for I=0 to GN+1: K(I,0)=-10:K(I,RN+1)=-10:K(I,RN+2)=-10: next I
for J=1 to RN: K(0,J)=-10:K(GN+1,J)=-10:K(GN+2,J)=-10: next J
for I=1 to GN:for J=1 to RN: FB(I,J)=0: next J,I
'
for I=1 to 4: read ZT(I),ZY(I): next I
data -1,0, 0,1, 1,0, 0,-1
for I=1 to 4: read HT(I),HY(I): next I
data -1,1, 1,1, 1,-1, -1,-1
for I=1 to 4: read RD(I): next I
data 3,4,1,2
for I=1 to 4: read SP(I): next I
data -1,1,1,-1
for I=1 to 4: DJ(I)=I: next I
for I=1 to 4: RDJ(I)=5-I: next I
'
for I=1 to 4:for J=1 to 4: read TEMAZOKA(I,J): next J,I
data 0,0,0,1, 0,0,1,1, 0,1,1,2, 0,1,2,3
for I=1 to 5: read SRMAX(I): next I
data 2,2,3,3,3




' --   first_clue   --
gosub *FIRSTCLUE: KBLTN=0
' --    FB_settei   --
gosub *FBSETEI
' --  start         --
LEVEL=1
FB2N=0: FMUSY=0: HIRITUMX=0












if FB2N>0 then gosub *SIKIRI2
gosub *ENTYO
if FMU=1 then *MUSYORI
if ZOKA=0 then gosub *SKCROSS




if ZOKA=0 then gosub *NANAMEHUTA1
if ZOKA=0 then gosub *KABETUNAGI
if ZOKA=0 then gosub *SIMAHASEI2
if ZOKA=0 then SRSUMAX=3:gosub *SIMANOBI
if ZOKA=0 then KABEZKTY=1:SRSUMAX=3:gosub *KABENOBI




if ZOKA=0 then gosub *NANAMEHUTA2
if ZOKA=0 then gosub *NANAMENOBI
if ZOKA=0 then gosub *NOTKABE2X2
if ZOKA=0 then gosub *SUMISYORI
if ZOKA=0 then gosub *HENSYORI
if ZOKA=0 then gosub *TIDORI
if ZOKA=0 then SRSUMAX=4:gosub *SIMANOBI
if ZOKA=0 then KABEZKTY=1:SRSUMAX=4:gosub *KABENOBI
if (ZOKA=0)and(FB2N>0) then FB2SYTY=1:gosub *FB2SYORI





if ZOKA=0 then SRSUMAX=6:gosub *SIMANOBI
if ZOKA=0 then KABEZKTY=2:SRSUMAX=5:gosub *KABENOBI
if ZOKA=0 then gosub *HANARESIMA
if ZOKA=0 then gosub *HANAREKABE
if ZOKA=0 then gosub *AKITOJI
if (ZOKA=0)and(FB2N>0) then FB2SYTY=2:gosub *FB2SYORI




if ZOKA=0 then SRSUMAX=7:gosub *SIMANOBI
if ZOKA=0 then gosub *HEIKONOBI
if ZOKA=0 then gosub *SYOZOKUSIMA
end if
' syori_tudukeru?


















else   ' FMSTOP=1
' sokusyu_syori
if TOJISY=1 then TOJISY=0:FMU=0: goto *TJMODOSI
' level_up
*LEVELUP






if GN=10 then OKISA=1
if GN=18 then OKISA=2
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if GN=24 then OKISA=3
if GN=36 then OKISA=4
N(4)=101: for I=1 to 3: N(I)=10*I+5*(LEVEL-1): next I
for K=1 to 4
if HIRITUMX<N(K) then TEMAZOKA=TEMAZOKA(OKISA,K): exit for
next K
LEVEL=LEVEL+TEMAZOKA: if LEVEL>5 then LEVEL=5
' hyoji
if GN<20 then LX=10 else LX=50
locate LX,22
if FZERO=0 then print "KANSEI !!!";"   LEVEL=";LEVEL else print "TOKENAI !!!"
end
:
::: ' Sub Rutin :::
*DATAYOMI
FILE$="a:nkprob.dat"
open FILE$ for input as #1
'
input #1,GN,RN







for T=1 to GN:for Y=1 to RN
if K(T,Y)>1 then SIMASU=SIMASU+1:SIMA(SIMASU,1)=K(T,Y)
next Y,T
' sort
for I=1 to SIMASU-1:for J=I+1 to SIMASU














for T=1 to GN:for Y=1 to RN
if K(T,Y)=1 then
for D=1 to 4
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NT=T+ZT(D):NY=Y+ZY(D)





for T=1 to GN:for Y=1 to RN
if K(T,Y)>1 then
' hasu
for DD=1 to 2
if K(T+HT(DD),Y+HY(DD))>1 then




for D=2 to 3
NT=T+ZT(D):NY=Y+ZY(D)







for T=1 to GN: for Y=1 to RN
if K(T,Y)=1 then FB(T,Y)=-1





for Q9=1 to KBLTN
SKT=KBLT(Q9,0):SKY=KBLT(Q9,1):SKSU=KBLT(Q9,2)





if (SKSU<100)and((FSH1=1)or(FSH2=1)or(FSH3=1)) then gosub *SIKIHEN
if ((SKSU<100)and((FSH1=2)or(FSH2=2)or(FSH3=2)))or((SKSU=100)and
((FSH1=1)or(FSH2=1)or(FSH3=1))) then
if SKSU<100 then SSU=SKSU else SSU=GSU
IT=PT:IY=PY:gosub *BLOCK100



























' -- PAR. SKT,SKY --
TRYSU=K(SKT+HT(D4),SKY+HY(D4)):gosub *SUHAN
FSH1=SUHAN:if FSH1=1 then GSU=TRYSU:GT=SKT+HT(D4):GY=SKY+HY(D4)
TRYSU=K(SKT+HT(fnD(D4,3)),SKY+HY(fnD(D4,3))):gosub *SUHAN
FSH2=SUHAN:if FSH2=1 then GSU=TRYSU:GT=SKT+HT(fnD(D4,3)):GY=SKY+HY(fnD(D4,3))
TRYSU=K(PT+ZT(D4),PY+ZY(D4)):gosub *SUHAN




' -- par. TRYSU --
if TRYSU<=1 then SUHAN=0: return










for W9=1 to BN
if (GT=BL(W9,0))and(GY=BL(W9,1)) then FHUKU=1: exit for
next W9











if SU<0 then HANSU=KBN else HANSU=SU






















































' sikiri_kabe( koritu!! )
















' -- par. TBT,TBY --
for TB9=1 to FB2N





' -- par. KTB9, MOKUT,MOKUY (FB=2 case) --
' hikae_toru
HBN=BN: for W9=1 to BN:for W1=0 to 1: HBL(W9,W1)=BL(W9,W1): next W1,W9
'




for W8=1 to FB2N
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MBN=BN: for W9=1 to BN:for W1=0 to 1: MBL(W9,W1)=BL(W9,W1): next W1,W9






for I5=1 to FB2N
if (SYT=FB2(I5,3))and(SYY=FB2(I5,4)) then HFBN=HFBN+1:HFTB(HFBN)=I5
next I5












' -- par. SETSU --


























' -- par. MT,MY --
YSU=0:PSU=0:ZSU=0:NSU=0:P100=0:PWSU=0:KBSU=0
for D4=1 to 4
NMT=MT+ZT(D4):NMY=MY+ZY(D4):KNMS=K(NMT,NMY)
if (1<KNMS)and(KNMS<100) then YSU=YSU+1:YTI=KNMS: YRT=NMT:YRY=NMY
if KNMS>0 then PSU=PSU+1
if KNMS=0 then ZSU=ZSU+1: ZRT=NMT:ZRY=NMY:ZRL(ZSU,0)=NMT:ZRL(ZSU,1)=NMY
if KNMS=-1 then KBSU=KBSU+1
if KNMS<0 then NSU=NSU+1
if KNMS=100 then P100=P100+1:P100T=NMT:P100Y=NMY:P100L(P100,0)=NMT:P100L(P100,1)=NMY





for T=1 to GN-1:for Y=1 to RN-1
NSU=0:ZSU=0
for I2=0 to 1:for J2=0 to 1
MT=T+I2:MY=Y+J2
if K(MT,MY)=-1 then NSU=NSU+1


































if KSU=SSU then FGO=1 else FGO=0
case 2
if (KSU=SSU)or(KSU=100) then FGO=1 else FGO=0
case 3
if (KSU=SSU)or(KSU=0) then FGO=1 else FGO=0
case 4
if (KSU=SSU)or(KSU=100)or(KSU=0) then FGO=1 else FGO=0
case 5
if (1<KSU)and(KSU<100)and((KSU<>SSU)or((KSU=SSU)and(FB(NT,NY)=1))) then 
FSU1=1:goto *TUNAGIEND






for B9=1 to BN



















' -- par. BN, BL --
SRSU=0
for W9=1 to BN
BORT=BL(W9,0):BORY=BL(W9,1)





for DCH=1 to SRSU
if (NT=TYL(DCH,0))and(NY=TYL(DCH,1)) then FDB=1: exit for
next DCH
' tuika & kiroku













































for W1=1 to BN:  for W2=0 to 1: MBL(W1,W2)=BL(W1,W2): next W2,W1





if SU<100 then HANSU=SU else HANSU=VSU
' case_B















for W9=1 to SRSU
BT=TYL(W9,0):BY=TYL(W9,1)
if ((BT<>T1)or(BY<>Y1))and((BT<>T2)or(BY<>Y2)) then





for Q9=1 to MSRSU










for I2=1 to 2
NAT=NAT(I2):NAY=NAY(I2)
FITI=0
for W9=1 to MBN
if (NAT=MBL(W9,0))and(NAY=MBL(W9,1)) then FITI=1:exit for
next W9
















' -- par. FHUTA,SU, VT,VY,MBN --
MT=VT:MY=VY:gosub *MAWARISU






if FB2SY=1 then GTT=FB2(TB9,3):GTY=FB2(TB9,4)
if SU<100 then
' case_1












if NRETU>SSU then FHUTA=1
end if
end if
else         ' P100=0
if YSU>0 then  ' SU=100
IT=VT:IY=VY:SSU=YTI:gosub *BLOCK100






' -- par. FHUTA,SU, VT,VY,MBN,NRETU, GTB9 --
MT=VT:MY=VY:gosub *MAWARISU
if YSU>0 then
if YTI<>SU then FHUTA=1: return
FHUKU=0
for I9=1 to MBN
if (YRT=MBL(I9,0))and(YRY=MBL(I9,1)) then FHUKU=1: exit for
next I9
if FHUKU=0 then FHUTA=1
else     ' YSU=0
if P100>0 then
gosub *TBMOTOME
if FB2SY=0 then IT=VT:IY=VY:SSU=100:gosub *BLOCK



















' -- par. HUTATY,MSRSU,KNSRSU --

























if HUTATY=1 then FHUTA=0:gosub *NNHUTAHAN





































for Q1=1 to KNSRSU



























































































for W9=1 to MBN
TBT=MBL(W9,0):TBY=MBL(W9,1):gosub *TBSU 
if MNKYORI>FB2(TB9,7) then MNKYORI=FB2(TB9,7)
next W9
end if




























if ZOKA=1 then return
end if





















for Q1=1 to SRSU:for Q2=0 to 1: TZL(MSRSU+Q1,Q2)=TYL(Q1,Q2): next Q2,Q1
KNSRSU=MSRSU+SRSU
else     ' T1=0
gosub *NEWTZL
end if






if ZOKA=1 then  return
end if
end if





















for Q1=1 to SRSU:for Q2=0 to 1: TZL(MSRSU+Q1,Q2)=TYL(Q1,Q2): next Q2,Q1
46 佐藤金吾
KNSRSU=MSRSU+SRSU
else   ' T1=0
return
end if























for Q9=1 to SRSU
TYT=TYL(Q9,0):TYY=TYL(Q9,1)
FHUKU=0
for Q8=1 to MSRSU










for KK=1 to SRSU
TYT=TYL(KK,0):TYY=TYL(KK,1)
KA=abs(TZT-TYT)+abs(TZY-TYY)












for D4=1 to 4



























' --  par. MSRSU,KNSRSU, (FB=2..TB9)  --
























' -- par. MBN,NOSU,SU,NOBITY, (NTY=4..MOKUT,MOKUY) --
FBAD=0
gosub *MAX100





if HANKYORI<NKYO then HANKYORI=NKYO
' nobi-koho_sagasi






if (NOBITY=4)and(MOKUT=ST)and(MOKUY=SY) then KYORI=NKYO+1:return
' new?
FHUKUMU=0
for N9=1 to NOSU













for W9=1 to MBN
if (ST=MBL(W9,0))and(SY=MBL(W9,1)) then FHUKU=1:exit for
next W9






if (NOBITY=1)or(NOBITY=2) then HANNOBI=NOSU+MBN
























else   ' SU=100
IT=ST:IY=SY:SSU=YTI:gosub *BLOCK100
if (NKYO+BN)>YTI then FSESYOHAN=1
end if






if (NKYO+BN)>SU then FSESYOHAN=1
end if
else  ' FB2SY=2
FB2SU=FB2(TB9,0)
if SU<100 then
if (FB2SU<>SU)or((FB2SU=SU)and((T<>FB2(TB9,3))or(Y<>FB2(TB9,4)))) then FSESYOHAN=1



















' --  par. KABEZKTY,SRSUMAX  --





if (KABEZKTY=1)and(BN+20<KBN) then HNAGASA=BN+20 else HNAGASA=KBN
'
if (SRSU<=SRSUMAX)and(BN<HNAGASA-(SRSU-1)) then

















for T=1 to GN: for Y=1 to RN
for D=2 to 3
' D=2... yoko, D=3... tate
PT=T+ZT(D):PY=Y+ZY(D)
if (K(T,Y)=-1)and(K(PT,PY)=-1) then

















if (1<K(GT,GY))and(K(GT,GY)<100)and(K(GPT,GPY)=0)   then 
FHAN=1:IT=GPT:IY=GPY:SSU=K(GT,GY)










for I4=1 to 4
if I4<=2 then T=1 else T=GN

























if PSU<100 then SSU=PSU else SSU=QSU
IT=T:IY=Y:gosub *BLOCK100
K(GT,GY)=0 ' modosi
























for HEN=1 to 4
if (HEN mod 2)=1 then HTY=1:HLAST=GN-1 else HTY=2:HLAST=RN-1
' T,Y_kettei
if HTY=1 then
if HEN=1 then Y=1 else Y=RN
else  ' HTY=2
if HEN=2 then T=1 else T=GN
end if
for H=2 to HLAST



















for ZT=1 to GN-2
for TDRTY=1 to 2
if TDRTY=1 then TYSTR=1:TYEND=RN-2 else TYSTR=3:TYEND=RN
for ZY=TYSTR to TYEND
TP=ZT+2:TM=ZT+1





if (SH1=1)and(SH2=1) then TIDORI=1
if (SH1=1)and(SH2=2) then TIDORI=2: TIDSU=K(ZT,ZY)




if TDRTY=1 then 
T1=ZT:Y1=ZY+1: T2=ZT+1:Y2=ZY: T3=ZT+1:Y3=ZY+2: T4=ZT+2:Y4=ZY+1
else





for K2=1 to 2




for W9=1 to BN





MBN=BN: for W9=1 to BN:for W1=0 to 1: MBL(W9,W1)=BL(W9,W1): next W1,W9






K(TM,YM)=0 :K(T1,Y1)=0 :K(T2,Y2)=0 ' modosi
' hantei



































for I9=1 to MXNOSU:for I2=0 to 2: MNOBI(I9,I2)=NOBI(I9,I2): next I2,I9
' saegiri_koho
MOMEN=0















' --  par. HANARETY, GT,GY --




for I9=1 to KKRN









FB2(FB2N,5)=0 :FB2(FB2N,6)=0 : FB2(FB2N,7)=Q9KYORI
' sesyoku
FBTI=2:TB9=FB2N













for Q9=1 to MSRSU: NOBI(Q9,0)=TZL(Q9,0):NOBI(Q9,1)=TZL(Q9,1):NOBI(Q9,2)=MBN+1: next Q9
NKATY=1:MXNOBI=20:gosub *NOBIKBAK
for I9=1 to KIROKU: K(TZL(KRL(I9),0),TZL(KRL(I9),1))=0 : next I9
'







' -- par. NKATY,NOSU,MXNOBI --











for W9=1 to BN
if (KAT=BL(W9,0))and(KAY=BL(W9,1)) then FHUKU=1: exit for
next W9
if FHUKU=0 then return else goto *NKAEND
end if
else     ' NKATY=2






for Q9=1 to NOSU








































for W9=1 to BN
if (TTJ=BL(W9,0))and(YTJ=BL(W9,1)) then FHUKU=1: exit for
next W9
if FHUKU=0 then return else goto *TOJIEND
end if
else     ' NKATY=2






for Q9=1 to TOJISU
if (TTJ=TJC(Q9,0))and(YTJ=TJC(Q9,1)) then FHUKU=1: exit for
next Q9














































for K=1 to KABESU: RN(K)=TJSPN-(KABESU-K): next K
K=1:R(1)=1
while  K>0
if R(K)<=RN(K) then gosub *FOWARD else gosub *BACK











































for HEN=1 to 4




for H=1 to HLAST
if HTY=1 then T=H else Y=H
'
if K(T,Y)=0 then
for P2=1 to 2





for I4=1 to 4
if P2=1 then GD=DJ(fnD(HEN,I4-1)) else GD=RDJ(fnD(RD(HEN),I4-1))
NET=KT(S)+ZT(GD):NEY=KY(S)+ZY(GD)




if (ZSU=1)and(NSU=3) then FANA=1 else FANA=0: exit for
end if
next I4




for I7=1 to S-1: K(KT(I7),KY(I7))=100: next I7 ' kari_oki
IT=T+ZT(D):IY=Y+ZY(D):gosub *TOJIH
for I7=1 to S-1: K(KT(I7),KY(I7))=0 : next I7 ' modosi
if FTOJI=1 then
' -- hanaresu_syori --
' kari_oki
gosub *HENTY
if P2=1 then HD=RD(HEN):SP=-SP(HEN) else HD=HEN:SP=SP(HEN)
gosub *LEND: KKRN=0
for I9=H to LEND step SP
if HTY=1 then VT=I9 else VY=I9












for I8=NWSTR to NWLST step SP


















MBN=BN: for W9=1 to BN:for W1=0 to 1: MBL(W9,W1)=BL(W9,W1): next W1,W9
NOSU=SRSU
for Q9=1 to SRSU: NOBI(Q9,0)=TYL(Q9,0):NOBI(Q9,1)=TYL(Q9,1):NOBI(Q9,2)=MBN+1: next Q9
MNOSU=NOSU
NOBITY=2:gosub *NOBISYORI
' -- saegiru_syori --
' nobi-list_kiroku
MXNOSU=NOSU
for I9=1 to MXNOSU:for I2=0 to 2: MNOBI(I9,I2)=NOBI(I9,I2): next I2,I9
' saegiri_koho
MOMEN=0










for I9=1 to KKRN: K(KKRL(I9,0),KKRL(I9,1))=0: next I9 ' modosi
' kai_set












' -- par. IT,IY --
TUNATY=3:  SSU=-1:MXMS=1000: gosub *SUTUNAGI





if HEN=1 then VY=1 else VY=RN
else  ' HTY=2








else   ' SP=1








if LEND=1 then NWHEN=2:VT=1 else NWHEN=4:VT=GN
case 2
NWSTR=1:NWLST=GN:SP=1
if LEND=1 then NWHEN=1:VY=1 else NWHEN=3:VY=RN
case 3
NWSTR=RN:NWLST=1:SP=-1
if LEND=1 then NWHEN=2:VT=1 else NWHEN=4:VT=GN
case 4
NWSTR=GN:NWLST=1:SP=-1

























for TB9=1 to FB2N
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if (T=FB2(TB9,3))and(Y=FB2(TB9,4)) then FHAN=1: exit for
next TB9









for Q9=1 to SRSU:for Q1=0 to 1: TZL(Q9,Q1)=TYL(Q9,Q1): next Q1,Q9
' syozoku-sima_sagasi
GKOSU=0: GQ9=0
for Q9=1 to MKSN
TZT=MKSL(Q9,0):TZY=MKSL(Q9,1):gosub *KYORIKEI
if MNK<=MKSL(Q9,2) then GKOSU=GKOSU+1




' mawari_kabe-set( case_A )
SRN1=0





















for I1=1 to SRN1:for I2=1 to SRN2
STT=SRL1(I1,0):STY=SRL1(I1,1):LTT=SRL2(I2,0):LTY=SRL2(I2,1)
if STT<=LTT then DT=STT:UT=LTT else DT=LTT:UT=STT
if STY<=LTY then LY=STY:RY=LTY else LY=LTY:RY=STY
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for I8=DT to UT:for I9=LY to RY





for I1=1 to SRN1:for I2=1 to SRN2
STT=SRL1(I1,0):STY=SRL1(I1,1):LTT=SRL2(I2,0):LTY=SRL2(I2,1)
if STT<=LTT then STEPT=1 else STEPT=-1
if STY<=LTY then STEPY=1 else STEPY=-1




for CH=1 to NHN




































for JJ=1 to MSRSU
KA=abs(TYL(KK,0)-TZL(JJ,0))+abs(TYL(KK,1)-TZL(JJ,1))






if (STEPT=1)and(STEPY=1)   then D(1)=2:D(2)=3
if (STEPT=1)and(STEPY=-1)  then D(1)=3:D(2)=4
if (STEPT=-1)and(STEPY=1)  then D(1)=1:D(2)=2








for W9=1 to NHN





























for T=1 to GN:for Y=1 to RN
if K(T,Y)=0 then FB(T,Y)=0:ZEROSU=ZEROSU+1 else FB(T,Y)=1
next Y,T
' kanse-check_A















for T=1 to GN-1:for Y=1 to RN-1
NSU=0
for I2=0 to 1:for J2=0 to 1
MT=T+I2:MY=Y+J2
if K(MT,MY)=-1 then NSU=NSU+1
next J2,I2















if KHN=0 then FMSTOP=1:FMUSY=0:return
' hikae_toru
for I=1 to GN:for J=1 to RN: HK(I,J)=K(I,J):HFB(I,J)=FB(I,J): next J,I
HFB2N=FB2N
for I=1 to FB2N:for J=0 to 8: HFB2(I,J)=FB2(I,J): next J,I




if TOJISY=0 then ASETY=1:gosub *ATAISET else gosub *TJASET
else
' hairetu_modosi
for I=1 to GN:for J=1 to RN: K(I,J)=HK(I,J):FB(I,J)=HFB(I,J): next J,I
FB2N=HFB2N
for I=1 to FB2N:for J=0 to 8: FB2(I,J)=HFB2(I,J): next J,I
































' -- par. KVA --
NWT=KHL(KVA,1):NWY=KHL(KVA,2):SU=KHL(KVA,3)
if ASETY=1 then
if SU>0 then ATAI=-1 else ATAI=100
K(NWT,NWY)=ATAI:FB(NWT,NWY)=1:ZOKA=1
if ATAI=100 then ST=NWT:SY=NWY:SU=100:FBTI=1:gosub *SUSET
else   ' ASETY=2
K(NWT,NWY)=SU:FB(NWT,NWY)=-1: ZOKA=1
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' -- level_1 --
' case_A
























問題集［2］の各冊とも、四角枠の大きさにより 4 つの部門 Part1(10 × 10), Part2(18 × 10),















・ 10 × 10 の適用比率.... 30 ％以上 ＋ 1
・ 18 × 10 の適用比率.... 20 ％以上 ＋ 1
・ 24 × 14 の適用比率.... 10 ～ 30 ％ ＋ 1， 30 ％以上 ＋ 2
・ 36 × 20 の適用比率.... 10 ～ 20 ％ ＋ 1， 20 ～ 30 ％ ＋ 2，30 ％以上 ＋ 3
（例えば、＋ 1について、矛盾処理の絶対個数で見るとほぼ 30 個で一致する）
2）レベル 2以上の場合、この適用比率をレベルがあがるごとに 5％づつあげる。
例えば、レベル 3で四角枠 24 × 14 なら、20（＝ 10 ＋ 5 × 2）％以上で＋ 1となる。
3.3 新しい難易度基準によるレベル付けとの適合性
矛盾処� 10 10 18 ×�×� 10 24 ×� ×�14 36 20
理比率� Ｅ�a Ｍ�e Ｅ�a Ｍ�e Ｈ�a Ｅ�a Ｍ�e Ｈ�a Ｍ�e Ｈ�a
 0～�10％� 31 2 5 2 1 5 2
10～�20％� 16 5 10 14 12 3 2
20～�30％� 22 2 4 14 2 11 3 1 5
30～�40％� 6 2 1 8 5 3
40～� 1 1 2 1 1
計� 75 12 21 40 2 1 34 9 3 8
レベル�Ｅ�asy Ｍ�edium Ｈ�ard 計�
1 92 86 16 194
2 7 27 34 68
3 12 11 23
4 3 3





0.8 である。これは、論理思考の高低にもとづく手法での各間の差 0.4 の 2 倍であり、新しい基
準によるレベル付けの適合性がさらに高まったと見てよい。
2）仮に｢Easy｣をレベル 1,｢Medium｣をレベル 2,｢Hard｣をレベル 3 以上に限定したとしても、
その適合率は Eaで 81 ％、Meで 50 ％、Haで 72 ％となり、まあまあの成績といえる。
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レベル� Ｅ�asy Ｍ�edium Ｈ�ard 計�
1 80 32 112
2 18 62 18 98
3 1 29 36 66
4 2 9 11
5 1 1
計� 99 125 64 288
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